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MORDOR Color study 

“This is Sam and Frodo’s first view of Mordor. The landscape is covered with thousands of Ore encampments. 
In trying to determine exactly what Mordor would look like, we came up with the idea that the entire land 
was once a massive lake of molten lava, with the surrounding mountains being the walls of an extinct volcano 
hundreds of miles across. Mount Doom is all that’s left of the original volcano.” PL 



THE BLACK GATES Color study 

“This is the last frame of a scene where you see Sam and Frodo dressed up as Ores and was done as a color 
Study for the matte painters. Up in the top left-hand corner you’ve got the Black Gates, and Mount Doom 
jWould be over to the right. When our heroes leave Cirith Ungol tower and bump into some Ores, they get 
rounded up and sent off to war.” JB 
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THE BLACK GATES Color study 

“Barad-dur and Mount Doom, as seen from just inside the Black Gates, focusing on the midground in 
particular.” JB 



GORGOROTH PLAIN Color study 

“I imagined Gorgoroth to be a series of cracked and shattered rocky plates, littered with grotesque rocky 
Outcrops. These were found at Breaker Bay, on the south coast of Wellington.” JB 



GORGOROTH PLAIN Environment study 

“This was possibly the third painting done for this shot. It was helpful in establishing the overall color palette 
for the scene. But it has since changed again, and the final matte painting by Dylan Cole [see page 220] was 
quite different. The result, however, was worth the wait.” JB 





GORGOROTH PLAIN Color study 

“This study formed the basis for a matte painting; it depicts the Ores leaving the Gorgoroth Plain for the 
Black Gates, as seen by Frodo and Sam.” JB 




















GORGOROTH PLAIN Color study 

“Another view of the plain, this time showing Sam and Frodo easing their way across. The scale of the task 
that remains to the Hobbits is here emphasized by their size relative to the environment, and Mordor is ren¬ 
dered unearthly through the use of mauves and purples for the lowering sky.” JB 



MOUNT DOOM Color study 

“Frodo has just put on the Ring inside the Crack of Doom, alerting Sauron and the Nazgul to its location. 
Meanwhile, the battle outside the Black Gates is in full swing. This is the last frame of quite an elaborate shot 
starting outside the Black Gates and panning with the fell beast to Mount Doom.” JB 
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MORDOR Color study 

“This was a very early study looking at the Mordor environment and the base of Mount Doom, giving partic¬ 
ular thought to its sulfurous atmosphere.” JB 



MOUNT DOOM Color study 

“This picture is looking up at the summit of Mount Doom, with the focus this time being on the amount of 
mist and smoke that might be present.” JB 
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SAMMATH NAUR Compositional studies 

“Three studies of Sammath Naur, the entrance on the slopes of Mount Doom that leads to the Crack of 
Doom, exploring possible compositions for the shot in which the Eye of Sauron strikes out.” JB 



md through which we 
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MOUNT DOOM Color study 

“This sketch shows the lads climbing on the rock after their exit from Sammath Naur, moments before the 
slope is inundated in lava. This is one of my favorite studies.” JB 


BARAD-DUR 
Color study 
“This shows one of 
the ideas we had as to 
how we would bring 
down Barad-dur, 
completely destroying 
it! Just imagine the 
lava pulse coming 
from Mount Doom, 
surging along the 
canal, and creating a 
reaction that would 
push the lava right up 
into the tower, to the 
point that it would 
start overflowing and 
spilling back down, 
rather like a candle. 
An old idea, but we 
wanted to take a look 
at it just to see how it 
might look.” JB 



Scanned by Bvana 


VISUAL EFFECTS DESIGN * 57 



MOUNT DOOM Color study 

“One of a number of sketches handed to the miniatures department, which was supplying the practical lava 
for the shots; it was also used as a guide by the compositors who pieced everything together.” JB 



MOUNT DOOM Color study 

“This study represents the greatest amount of destruction we’ll see on Mount Doom. The lads at this stage 
have nowhere to run and will have to weather the firestorm.” JB 
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BARAD-DUR Digital composite 

“This is a composite illustration utilizing miniature, photographic, and painted elements. I did this piece to 
show how the Barad-dur miniature might work with the surrounding Mordor landscape. One problem we 
wrestled with was how to depict a three-thousand-foot-high tower when we obviously didn’t have a real 
three-thousand-foot-high tower at our disposal. I liked the idea of emphasizing its height by punching the 
tower up through the bottom of the clouds.” PL 
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I DOOMED ON MOUNT DOOM Color study 

I “This was one of my guilty pleasures, done while we were supposed to be concentrating on finishing the 
I design for The Fellowship of the Ring. I just had to do at least one shot from the climax. Kind of like skipping 
I to dessert when you haven’t finished dinner yet.” PL 



1 MOUNT DOOM Color study 

E “This is a more developed look at the last shot of the lava-flow sequence, in which Gandalf arrives riding 


■ Gwaihir to rescue the Hobbits. It was a study more of the sky and the backlit look of Gwaihir than of the 
I lava. An earlier painting by John Howe was definitely the influence for this piece.” JB 
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THE GREY HAVENS Color study 

“This is a very early sketch done primarily as an atmosphere study for the location. When I did it, none of the 
architecture had been designed, so it was quite abstract. I was inspired by a beautiful location in southern 
New Zealand called Milford Sound, a fjord with soaring cliffs and breathtaking waterfalls. Here I tried to 
imagine Milford covered with Elven architecture.” JB 



THE GREY HAVENS Color study 

“This was done to explore what the Elven ship that carries Frodo and crew to the Undying Lands might look 
like. I was particularly interested in the sail design - in this version I came up with a hybrid between a 
Mediterranean lateen sail and a Chinese junk.” PL 




THE GREY HAVENS Environment study 
“This explores the look of the Grey Havens, and how it shot 
conceiving the environment we were thinking of J.M.W. Turi 
quality of light.” JB 












CONCEPTUAL ART: 
ALAN LEE 



I first read The Lord of the Rings when I was seventeen, and 
it took over my life completely for a period. I didn’t do 
many illustrations based on it until about 1990, when 
HarperCollins approached me about painting a celebratory 
edition of the work for the Tolkien centenary. There was a long 
period of discussion with Tolkien’s family. They were concerned 
in particular about how the Hobbits were going to be depicted, 
so I did a couple of sketches, and they finally agreed to my illus¬ 
trating the book. After that I got to do The Hobbit, too, and I 
became officially associated with the whole oeuvre. Despite that, 
I wouldn’t say that I’m a huge fan - I’m not a person who reads 
it every year. It’s obviously been an important part of my life for 
over a decade, and I feel I know it pretty well now, but I don’t 
actually know the book as well as some of the people at Weta, 
who are true aficionados. 

I think my ideas come mainly from reading the books, but 
also from having been thoroughly steeped as a child in Norse 
mythology and other areas from which Tolkien himself had 
drawn. In some ways, there’s only one way that I can draw 
Ores and Goblins, and that has to do with my cultural back¬ 
ground, stuff that influenced me. So to a certain extent, I just 


have to trust my intuition, priming it with the text, and having 
faith that the work that comes out will reflect what other 
people see in it as well. 

Working on the movie happened at the perfect time for me. 

I didn’t have a contract for another book at that point, and 
I was ready for a change of scene. It probably was the first 
time in twenty years that I could actually leave Britain for an 
extended period without having editors screaming at me about I 
deadlines! 

I’d always thought that The Lord of the Rings had fantastic 
potential as a live-action film - I was sure it was going to happen 
at some point. There had been discussions with somebody else 
about a possible television adaptation, which was very interest-1 
ing, telling the story over twelve episodes, but, like many other 1 
attempts, the ideas failed to materialize. 

Part of the attraction of this film was, of course, going to New 
Zealand. I’d always been curious about the place; the few photo¬ 
graphs I’d seen of it greatly impressed me. And I suppose I had 
this idea of it as a kind of distant version of Britain, only cleaner, j 
with taller mountains and weirder landscapes, almost like 
Middle-earth! 
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“Alan Lee’s artwork has a beauty and lyricism about it. His art captured 
what I hoped to capture with the films, which is a sort of graceful and 
gentle feeling - a poetry, I guess. ” 

PETER JACKSON 


I When we got here, Weta had started doing some of the 
I creatures. They’d done the Cave-troll, they’d done a lot of work 
I on the Ores and various other creatures, but they hadn’t done 
j any of the places or environments, and that became our job. 
L Though we worked together on some of the designs, John Howe 
did more work on the creatures and armor. Broadly speaking, I 
Pconcentrated more on the “wholesome” side of Middle-earth, 
1 while John was Sauron’s chief architect. There were exceptions, 
I though, with my work on Isengard and Cirith Ungol, and John’s 
I beautiful designs for Bag End and the Green Dragon. 

I Peter wanted grand and original ideas for the films and would 
I often see a potential in our drawings that we hadn’t quite grasped 


ourselves. He wanted the environments to be recognizably part of 
Tolkien’s created world, and as firmly rooted in reality. I don’t think 
that any of us ever felt we were working on a fantasy film. We were 
trying to create cultures and landscapes that were part of a conjec¬ 
tural history of our world, and everything in it had to be credible. 

We tried to anticipate the kind of dramatic camera moves that 
are part of Peter’s trademark. The sets and miniatures are never 
simply backgrounds. They form an integral part of the action 
and are another medium for Peter’s amazing storytelling. 

Alan Lee 

June 2004 
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HOBBITON Hobbit holes 

“I did about twenty-five different Hobbit dwellings to go into I 
specific spots in the location we had chosen for Hobbiton. Apart] 
from their round doors and windows - and the fact that they are 
half buried underground - the houses have the look of English | 
vernacular architecture from different periods, suggesting that 
the area had been inhabited for several hundred years. I don’t I 
think any of us wanted to create startlingly new concepts for the 
look of Hobbiton. We wanted people who see the film to feel 1 
that they recognize it, that they really are in Middle-earth.” AL I 


GANDALF 
Staff design 
“The first of 
Gandalf’s three 
staffs was as 
versatile as the 
others. As well 
as a walking aid 
and a weapon, it 
would be a place 
for him to stow 
his pipe when he 
wasn’t using it. 

It also featured a 
tobacco pouch, 
and a metal spike 
that could be 
used for cleaning 
the pipe, getting 
stones out of 
horses’ hooves, or 
scratching secret 
signs on Hobbit 
doors.” AL 




SAURON Helmet designs 

“Sauron’s suit of armor was one of the most remarkable objects 
that Weta produced during their work on The Lord of the Rings.. 
Every inch of its etched surface was endlessly worked to create j 
shapes that echoed the form and personality of the character 
within. It really looked as though it had been made by Elves 
who had been enslaved and tortured expressly for the purpose. I 
contributed these designs for the helmet, though they were taken 
a lot further by Peter Lyons, Warren Green, and Stu Johnson, j 
Weta’s brilliant armorers.” AL 
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WEATHERTOP The architecture 
•“These pencil sketches show alternate day 
, and night looks for the place, with the 
ruins of the Amon Sul tower creating a 
distinctive silhouette and defining the 
Environment in which the Ringwraiths 
Pwill attack the Hobbits.” AL 


BREE Town Square 

“This drawing was done after visiting the 
disused army barracks that we were going 
[to turn into our set for the streets leading 
to the Prancing Pony in Bree. The bar¬ 
racks and administration offices were 
concealed behind these medieval facades, 
and the streets were covered by about 
eighteen inches of mud and gravel. I’d 
taken photographs of half-timbered hous¬ 
es in Devon when I was last there, and 
they served as models for the warped and 
Icrooked buildings.” AL 
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ISENGARD Inside Orthanc Tower 

“This drawing is getting close to the look of the finished set. It was built up to about seven meters, and the 
rest of the interior was modeled digitally. This also shows the lamps that were made by Natalie Staniforth, 
a talented sculptor who came out from England to work on the project. There are some other things going on 
in this drawing, too: an Elf, some doodles, and Gandalf’s staff. Someone may have just reminded me that we 
needed three different staffs for Gandalf. He loses his first one in Orthanc and the second in Moria. We looked 
for some pieces of wood that had the right knotted-root look, but then I drew something and it was sculpted 
by Brigitte Wuest - another brilliant sculptor.” AL 


ISENGARD The Caverns 

“The drawing opposite is for the Isengard Caverns, where the Ores are working to arm and equip an army 
of Uruk-hai, who have been specially created to serve Saruman. This area is briefly alluded to in the books, 
but Peter Jackson and Richard Taylor saw the potential for creating some stunning and dramatic set pieces. 
Both John Howe and I did drawings of the pits and machinery, and I made a maquette of the caverns, which 
served as a starting point for the miniature. The size and complexity of the miniature grew as Peter started to 
work out what he wanted to do with it, and I’m still trying to figure out how Alex Funke filmed some of those 
awe-inspiring shots.” AL 
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RIVENDELL Elrond’s Chamber 

“The script referred to murals or tapestries that could be used to illustrate important moments in the 
history of Middle-earth and, in particular, the battle of the Last Alliance and the defeat of Sauron. Rivendell, 
as well as being the home of the Elves, was a repository for ancient books and artifacts, including Isildur’s bro¬ 
ken sword, Narsil. Peter Jackson wanted a pictorial device to link the sword with the events we see in the pro¬ 
logue to The Fellowship of the Ring. I did this drawing before the battle scenes had been shot and changed the 
composition in the final painting to match them more closely.” AL 



RIVENDELL Narsil statue 
“We could have simply laid out the 
shards of Narsil on a tabletop, but 
this pieta-like statue seemed more 
appropriate, given the important 
symbolic value of the sword. Brigitte 
Wuest, the sculptor, did a beautiful 
job of turning foam and plaster into 
ancient and venerated wood.” AL 


RIVENDELL Watercolor 
“This is an early conceptual illustration 
for Rivendell and its immediate 
environment. This was done before 
we had sculpted and scanned our 
ideal Rivendell valley, and long before 
we found the real valley that was used 
to create backgrounds for the final 
shots.” AL 
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RIVENDELL The library 

“The scene in which Bilbo is showing Frodo his book was originally going to take place in a library, but this 
would have been a large set just for one small scene. It was eventually shot on a porch, which was part of our 
large exterior set, but we used the layout of this drawing as a basis for Elrond’s Chamber, which also incorpo¬ 
rated the Council Chamber.” AL 
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THE MISTY MOUNTAINS The Pass of Caradhras 

“This was the first drawing I’d done of the narrow and dangerous route over the Misty Mountains, and it was 
[a starting point for the construction of the miniature.” AL 
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RIVENDELL Council Chamber 
“The Council of Elrond scene 
occupies quite a few pages in 
the script, and Peter Jackson 
was keen to get as much depth 
and variety as possible into 
the background of what, for 
much of the time, is a series of 
talking-heads shots. We achieved 
this by combining it with the 
Elrond’s Chamber set and a 
large woodland/garden area. 

This was used for a variety of 
scenes, including the reforging 
of Narsil. This drawing is a 
view from the garden, across 
the terrace where the Council 
is held, and into the interior of 
Elrond’s building.” AL 



MORIA Exterior 
pencil sketch 
“The drawing to 
the left was used 
to create the 
miniature for the 
outside of Moria. 
There’s a shot 
almost identical to 
this sketch in the 
final movie. It is 
always satisfying 
to know you got 
something pretty 
much right the 
first time.” AL 

















MORIA Mine workings 

“One of my favorite drawings of the interior of Moria. This was created as a miniature and used in the shots 
of the Fellowship approaching the cemetery stairs.” AL 



MORIA Dwarrowdelf 

“The top picture is the Dwarrowdelf chamber, which is a mainly computer-generated environment. The lowest 
sections of the pillars were built for use in close-up action with the Fellowship as the Ores pursue them. The 
below drawing is a design for the entrance chamber to Moria, which the Fellowship discover to be full of 
corpses.” AL 
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MORIA Khazad-dum 
“These two drawings are of the part 
of Moria that lies between the 
Dwarrowdelf chamber and the bridge 
where Gandalf meets the Balrog. In the 
book you get the impression that they 
descend through tunnels, but there was 
an opportunity here for something quite 
spectacular that would allow us to see 
more of the ruined Dwarven city and the 
plunging depths below it. It was built as 
a miniature, and Grant Major designed 
the set elements that were used in 
conjunction with it. 

“Peter Jackson liked the first image so 
much that all the subsequent drawings, 
including the lower sketch, were just 
more detailed refinements for the model- 
makers.” AL 
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LOTHLORIEN 
Tree concept 
“This drawing is a 
view of the interior 
of the Golden 
Wood and was a 
guide for the 
model makers, 
showing how the 
Elven walkways 
were a natural and 
complementary 
extension of the 
mallorn trees that 
supported them.” 
AL 


CONCEPTUAL ART: ALAN LEE * 75 


fcoTHLORIEN Tree concepts 

i “Above are a couple of the many possibilities we offered for the dwellings in Lothlorien. The model makers, led by John Baster and 
Mary MacLachlan, would work directly from drawings like this, sometimes copying details as closely as possible and at other times 
taking them just as a starting point, which they would expand upon in a free-form way. Lothlorien, like most of the sixty-odd 
miniatures that were built at Weta for the trilogy, developed in quite an organic way, much as it would have in reality. There were 
I always design maquettes, which Peter Jackson used to work out the kind of shots he’d like to get, as well as to sort out the scope and 
logistics of the miniatures. But the end result is due to the skill and artistry of those dedicated model makers, and later to the craft of 
’ people like the director of photography, Alex Funke, and his miniatures film unit.” AL 
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LOTHLORIEN The Palace 

“At the highest point in the Caras Galadhon miniature set is the Palace of Celeborn and Galadriel, beautifully 
detailed by Weta’s miniaturists and dressed to camera by John Harding’s team, for one of the most captivating 
shots in The Fellowship of the Ring. At this stage in the production, a fifth miniatures crew, led by David 
Hardberger, had joined Alex Funke, Chuck Schulman, Richard Bluck, and Brian Van’t Hul, to help get 
through the enormous workload of all three films, and so David did the Lothlorien shots.” AL 


LOTHLORIEN Caras Galadhonl 
“One part of Caras Galadhon that we didn’t see in the film] 
was the main gateway, approached via a bridge across* 
deep, dry moat.” Afi 
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KHAZAD-DUM Pencil sketch and digital artwork 

“There’s an amazing sequence at the beginning of The Two Towers in which we follow Gandalf and the 
Balrog down the chasm and we have a wide shot showing the Roots of the Mountains and the lake that they 
1 splash down into. I also did drawings for the Endless Stair and the nameless creatures that might have 
| watched their progress. The drawing above left was the original idea, which was further developed in the digi- 
tal study above right.” AL 



AMONHEN The Seeing Seat EMYN MUIL Sketch 

[ “The climactic battle in The Fellowship of the Ring takes “The Emyn Muil is the rocky wilderness that Frodo and Sam 

I place around the ruins of Amon Hen. We wanted to create cross on their way to the Black Gates, stalked by Gollum.” AL 

some architectural remains that would work well for Frodo’s 
third experience of Wraith World and also provide an arena 
I for some good action between Aragorn and our other heroes 
; and Saruman’s ferocious Uruks.” AL 
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FANGORN Pencil sketches 
“We looked at a number of possible 
locations for these shots of the interior 
of the forest, but Brian Massey and the 
greens department managed to create 
some memorable studio sets that 
more than answered our needs. The pen 
drawing opposite was done to assist those 
constructing the miniature.” AL 
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FANGORN Color study 

“For the wide shot of Wellinghall, we extended the original set with more miniature trees and moss-covered 
ground. Brian Massey’s greens men and women worked closely with John Harding’s Weta crew on all the 
many Fangorn Forest miniature shots, so we were able to ensure that they matched the full-sized sets as closely 
gas possible.” AL 
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RTVENDELL Digital artwork 

“We sometimes tried to ease the pressure on the miniatures department by recycling film that had been shot 
for other scenes, or for tests, particularly when no camera movement was required. This was the case with 
Arwen riding back into Rivendell. This and other artwork was done to guide matte artist Yanick Dusseault 
and the compositors who would be placing waterfalls and trees in the environment.” AL 


EDORAS BUILDINGS 
Pencil sketch and digital artwork 
“We found the most wonderful location 
for the city of Edoras in the mountains west 
of Christchurch. We built the Golden Hall, 
the stables, and a few other buildings on the 
top of the hill, and a complex of buildings 
around the gatehouse at the bottom. The 
wall and the rest of the city were created 
digitally by Cory Bedwell and others in 
post-production. I did the drawing below 
as a guide.” AL 
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THE GOLDEN HALL Pencil sketch 

“The buildings of Rohan are wooden and based loosely on our idea of structures that would have existed in 
northern Europe during the Dark Ages. The description of Hrothgar’s Hall, Heorot, in the Anglo-Saxon poem 
[Beowulf was probably as useful as Tolkien’s own words in evoking the kind of place we wanted to create. 

We wanted it to feel ancient and strong, bound with iron and heavily decorated. We adopted the sunburst 
motif as something that felt appropriate for a plains-dwelling, seminomadic people, and, of course, we used 
[ lots of carvings of horses on gables and gateways.” AL 



THE GOLDEN HALL Pencil sketch 
“I did a large number of drawings of this 
interior, covering it from every angle. We 
wanted to make it as rich and as authen¬ 
tic as possible. Helen Strevens did a great 
job on all the drafting, and we consulted 
books on barn construction to make all 
the timber-work believable. For all its 
richness we wanted the first impression 
to be quite somber, to reflect the state of 
decay that Saruman and Wormtongue 
had engendered.” AL 
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HELMS DEEP Watercolor 

“Peter Jackson was keen to start work on the miniature of Helm’s Deep as soon as possible. I did many 
drawings and this painting soon after arriving in New Zealand in January 1998. I think that one of the 
reasons the final battle, and the events leading to it, in The Two Towers work so well is that, throughout the 
action, you know exactly where you are in that environment. With Richard Taylor’s team on the miniatures 
and Grant Major and Dan Hennah on the sets cooperating very closely, Peter managed to create a seamless 
and logical flow in all the many scenes in that dramatic climax.” AL 


HELM’S DEEP CAUSEWAY 
Digital artwork 

“This image is a guide for the digital 
artists combining the shots in the 
dawn charge sequence, and for the 
placement of the massive digitally 
created Uruk-hai soldiers.” AL 
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HELM’S DEEP 
Pencil sketches 
“These images are 
a selection of the 
many drawings 
that I produced, 
which provided 
Peter with views 
of the fortress 
from different 
angles and at 
different stages 
of the assault.” AL 
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OSGILIATH Pencil sketch 
“Osgiliath was one of the most enjoyable 
sets to work on. We had a lot of existing 
pieces of masonry left over from some of 
our earlier sets and added new designs to 
make the ruins as rich and complex as 
possible. I thought that the river might 
have become choked in places and flooded 
some areas of the city - which adds to the 
interest. The bird’s-eye view shows the 
broken bridges and an island, somewhat 
inspired by the lie de la Cite in Paris, 
which contains a large cathedral-like 
building. We know that Osgiliath had 
once housed one of the palantiri, which 
had been lost when the tower it was 
kept in collapsed, so it could be that 
building.” AL 



Pencil sketch 

“I did this drawing as a guide for the set builders showing the 
scene in which Smeagol undergoes his transformation in The 
Return of the King. The creature staggers through a rocky 
landscape as he makes his way toward his eventual home in 
the Misty Mountains.” AL 



ITHILIEN Pencil sketch 

“The desecrated statue of a former ruler of Gondor marks the 
crossroads between Osgiliath and Minas Morgul, and between 
Harad and Ithilien. The ray of sunlight piercing the gloomy 
cloud that covers Mordor and its immediate surroundings, 
to illuminate the wreath of flowers that have grown over the 
statue’s fallen head, is a powerful symbol of hope in the book 
and an image that we all wanted to capture.” AL 



THE MISTY MOUNTAINS Pencil sketch and digital artwork 
“We had made a compact but quite effective set for those 
wonderful scenes at the beginning of The Return of the King in 
which Smeagol slowly changes into Gollum, and Peter wanted 
a wide shot in which we see the wretched creature crawling 
into his cave. The original shot was scaled down in frame, and 
Yanick Dusseault provided his lovely matte painting - based on 
1 my original sketch - to complete the picture. ” AL 



THE FORBIDDEN POOL Pencil sketch 
“We built the set for the pool and the interior of the cave in the 
same studio so that they could share the waterfall that Ed 
Mulholland’s construction crew made for us. In the final shots 
more water was added to the scene to make it feel more natu¬ 
ral.” AL 




MORGUL VALE Sketch 
“We built a small set for the scene, in 
the shadow of the Morgul Vale, where 
Gollum has a conversation with his 
reflected image in a pool of water while 
Sam and Frodo sleep. The drawing to the 
left shows the tangled gorse bushes that 
Peter Jackson wanted, to make their 
campsite less visible. It looked like a 
simple set, but the small team of greens 
people, as well as Grant Major and I, 
having worked through the night, were 
just applying the finishing touches when 
the crew arrived to shoot it the 
following morning.” AL 
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MINAS TIRITH Pencil sketch 
“This is the beacon, which sits high up 
on the cliffs above Minas Tirith. Pippin 
is dispatched by Gandalf to light the fire, 
and we see him climbing up the pillar of 
rock and fiddling with the oil lamp that 
hangs at the top, ready to ignite the fire¬ 
wood and warn Gondor’s allies that 
they should hurry to her aid. There is a 
roof over the structure simply because, as 
the beacon would have been lit so rarely, 
the occasional burned roof would be con¬ 
sidered expendable, while a pile of wet 
timber would be completely useless.” AL 
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MINAS TIRITH Pencil sketch 

“This drawing is a look at the city and the surrounding area. We originally built a large piece of cliff behind our ‘/mid-scale miniature, 
but it proved too big to move into the miniature stage and so was reused for other areas of Middle-earth rock. The miniature of 
Minas Tirith was built over the course of several months by Richard Taylor’s dedicated team of craftspeople, with John Baster and 
Mary MacLachlan playing leading roles, as usual. This was well before the art department, which was going to be building the sets, 
had really been established, and before we knew in detail what was going to be happening in that particular part of Middle-earth. 

But we knew that there would be a number of very important scenes played out there, and that Peter Jackson, with his love of 
miniatures, would be using it extensively; so the structure, though only at ‘/knd-scale, would have to stand up to very close scrutiny. 

“There were sections built at ‘/nth-scale for some close-up shots, most notably the Court of the Kings itself and the surrounding 
buildings, and these were some of the most beautifully finished and convincing miniatures that were made for the trilogy.” AL 



MINAS TIRITH Pencil sketch 

“Tolkien’s description of Minas Tirith in The Lord of the Rings established a few basic facts that we did not 
wish to alter in our version. I had drawn the city before but not in great detail, and there was a huge amount 
that would have to be added to make it credible as the capital city of an ancient culture. I took the layout and 
dimensions that Tolkien had indicated and made a small maquette so that Peter Jackson could see the overall 
shape. Once we were happy with that, I began to explore the city in greater detail. 

“I started with this view of the main gate protected by its bastions and towers and also indicated the 
seven tiers of the city rising up behind it, with the huge pier of rock that bisected the city and also formed the 
foundations of the Court of the Kings seven hundred feet above.” AL 
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GONDORIAN BANNER Pencil sketch 
“We made a lot of flags and banners for Gondor and all the 
other cultures, and this rather battle-worn one was done as a 
potential design for Aragorn’s flag.” AL 


MINAS TIRITH Pencil sketch 

“I did a series of drawings following the road that winds 
through Minas Tirith, as a way of exploring the look of the city 
from street level.” AL 
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MINAS TIRITH Pencil sketch 
“The Houses of Healing are set around a 
courtyard and have a peaceful, monastic 
air of seclusion and retreat, though we 
wanted them also to feel, in the aftermath 
of the battle for Minas Tirith, like a 
Crimean field hospital, overflowing with 
wounded survivors.” AL 




COURT OF THE 
KINGS Pencil 
sketch 

“This was built as 
a miniature, at 
'Amd-scale as part 
of the whole city, 
and at VUth-scale 
for the close-up set 
extension work for 
the scenes that 
take place on the 
upper level of 
Minas Tirith.” AL 


MINAS TIRITH Pencil sketch 
“The interior of the Court of the Kings, 
showing the pillars and arches, some of 
the statues that line the aisles, and the 
huge crown that hangs from the ceiling 
above the empty throne - and the 
Steward’s chair that sits at its base. This 
set was one of the last to be built during 
principal photography, and it was one of 
the most frenetically busy periods for the 
art department, as well as for everybody 
else. Dan Hennah, Grant Major, and I 
spent a lot of time on this particular set 
because for some of our heroes it was to 
be a final destination, and it needed to be 
a worthy home for Aragorn and Arwen, 
as well as an atmospheric setting for our 
first encounter with Denethor.” AL 










































94 * THE ART OF THE LORD OF THE RINGS 



MINAS TIRITH The Court of the Kings 

“This set was almost the same width as the building that contained it, and holes had to be made in the sides of the studio - which 
was a warehouse on Wellington’s docks - so that lights could be positioned outside to shine through the windows. We spent a lot of 
time on the set, trying to make it as austerely beautiful as possible, but we knew that in order to make an impression it would need 
to be at least twice as high, and that would have to be achieved with a CGI extension. I had always imagined that we would have 
a clerestory above the aisle, but what I really wanted was a mosaic-covered domed roof at the far end. So along with the artwork, 

I provided this Photoshop mosaic to Brian Samuels at Weta Digital, who was building, texturing, lighting, and composing the final J 
shots.” AL 

MINAS TIRITH The Hallows 

“I was looking forward to seeing some shots focusing on the Hallows at the back of Minas Tirith. We see a lot of the city from other 
angles, and as I was quite happy with the way the miniature looked in that area, I was pleased that Peter Jackson wanted to take us 
there in the extended DVD edition. The little technological revolution that I’d been undergoing through post-production on these 
films had led me to switch to digital cameras, and I was able to take these pictures of the miniature, roughly tile them together, and 
drop in a background from our scenic shoot, within the space of a couple of hours.” AL 
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MINAS TIRITH Pencil sketch 

“The Hallows lie at the rear of the Court of the Kings, below the towering slopes of Mount Mindolluin. John Baster and Mary 
MacLachlan were able to take drawings like this and produce a highly detailed three-dimensional replica. At the left in the drawing 
jyou can see the ramp leading down to the entrance to the Stewards’ Tomb.” AL 

MINAS TIRITH 
The Stewards’ Tomb 
“The Stewards’ Tomb 
needed a set extension 
for shots where we 
were looking back 
through the opened 
door, and I was able 
to save a few hours 
of the matte painters’ 
precious time by doing 
the artwork at a 
sufficiently high 
resolution that it 
could be used as it 
was.” AL 


MINAS TIRITH Pencil sketch 

“One of several versions of the White Tree of Gondor. This 
was to be seen in both its dead and its rejuvenated state. I 
treasure a lovely memory of seeing Brian Massey’s tree with 
four set dressers perched in it like birds, attaching thousands of 
blossoms to its dead twigs. I know that in the book the White 
Tree is replaced by a sapling that Aragorn finds on the slopes of 
Mount Mindolluin, but at this stage in the film allowing the new 
king to go for a stroll in the mountains wouldn’t have been mak¬ 
ing the best use of his time - and seeing the Tree reborn is such a 
beautiful moment.” AL 
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DUNHARROW Pencil sketch 
“This is a design for the look of Theoden’s 
tent and the way it was situated at 
Dunharrow. It’s quite close to the final 
result.” AL 




THEODEN 

Crown, throne, and weapons stand 
“I did some drawings of crowns for 
Jasmine Watson when she and Ngila 
Dickson were working on Theoden’s 
costume. The throne had to have quite a 
powerful presence as well, in contrast to 
the wretched condition that Theoden is 
in when we first see him. The carpenters 
took great pleasure and pride in their 
work, and this is a fine example of their 
craftsmanship. 

“We also needed a place for visitors to 
leave their weapons, and this weapons 
stand was positioned outside the Golden 
Hall.” AL 
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DUNHARROW Pencil sketch and digital artwork 
“We had the good fortune to be able to work with the excellent 
landscape photographer Craig Potton on some of our scenic 
shoots. He had worked a lot with a helicopter pilot from 
Queenstown, Alfie Speight, whose knowledge of the South 
Island made him a vital part of any recon or aerial shoot that we 
wished to undertake. During post-production on The Return of 
the King, it became obvious that we would need to expand our 
stills library with photos taken specifically for shots that Weta 
Digital would be working on, as well as looking out for rocky 
mountainsides and other elements that would be useful for 
matte painters and compositors. One of the environments that 
we needed a background for was the Dunharrow plateau, and 
we chanced upon the perfect place, with all the right ingredients. 
Alfie hovered at the top of the cliff, rotating the chopper in time 
with Craig’s careful tiling, so we were able to return with 
a complete environment that needed very little manipulation, 
beyond filling the valley floor with six thousand horsemen and 
their tents.” AL 
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PATHS OF THE DEAD Pencil sketch 

“Inside the passage we become aware that we are in a catacombs with the remains of 
ancient corpses laid out among their grave-goods in coffin-sized niches in the walls, and 
the figure that Tolkien refers to - dead in the act of struggling to enter a tomb or escape 
some unknown terror - can be seen to one side.” AL 


CITY OF THE DEAD Pencil sketch 

“Aragorn, Gimli, and Legolas, on their route through the mountain, enter a huge open 
space that has these more formal architectural elements, as well as a concentration of 
the catacomb-like rock tombs. Then, as the King of the Dead and his army emerge, we 
realize that there is also a ghost city clinging to the sides of the cavern and the chasm 
that runs through it.” AL 


PATHS OF THE DEAD Pencil sketch 
“This is the gateway to the Paths of the I 
Dead. Skulls are piled up between the 1 
slabs of rock and the walls of the ravine 
as well as in the niches in the door 
columns. We wanted some kind of 
inscription on the lintel above the door¬ 
way and, partly because I was unsure J 
what language to use and partly because I 
like the idea that Middle-earth has some 
areas of its history that no one has thor¬ 
oughly explored, I devised a few vaguely 
prehistoric pictographs that looked omi¬ 
nous and shamanistic.” AL 



KING OF THE DEAD Pencil sketch 
“In these sketches I was thinking about 
the King of the Dead’s helmet and his 
general look. One idea we had was to 
have the helmet partly rotted away to 
show something of the inside of his face 
as the flesh had rotted in the same place. 
Although the King of the Dead was an 
actor in a prosthetic, he had digital 
insides and a digital rotting skull, and 
we see both at once; sometimes the skull 
will be more prominent and at other 
times the actor’s prosthetic exterior, 
depending on how angry he is at any 
given moment.” AL 





ARMY OF THE DEAD Digital artwork 

“Peter Jackson mentioned, quite casually, that it would be good to see the occasional horseman among our dead warriors, so 
I produced this. There was some talk about simple ways of reproducing this effect in what might be only a fleeting shot, but the 
Fever-optimistic Matt Aitken at Weta Digital was confident that it would be easier than it looked to model as a CG creature, so we 
went ahead with it.” AL 
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“Because we have only one totally new monster, Shelob, in The Return of the King, I thought there might be 
an opportunity to put something else onto the Pelennor Fields, which would be a bit of a surprise. So I did this 
drawing of the great beast that would be pulling the siege engines and/or Grond across the fields. Then, just 
recently, I was looking back over some of John Howe’s stuff and realized that he’d created a similar creature 
[see page 132] back when he was working on the project, but his had two fearsome-looking horns rather than 
my monosaurus look. I think my beast is halfway between a dinosaur and a huge great ox.” AL 
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SHELOB’S LAIR Digital artwork 
“This is one of several studies I did when 
we were working on the redesign of this 
character. A partially finished gray-scale 
image was sent from Matt Aitken’s model 
department, and I worked on top of this, 
experimenting with some different looks. 

I don’t think anyone who worked on 
Shelob quite managed to capture what 
Peter Jackson was actually after until he 
had attacked it himself with a handful of 
Plasticine.” AL 


SHELOB’S LAIR Pencil sketch 
“The drawing below is Frodo in 
Shelob’s tunnel, making his way 
along the passageway, with Shelob just 
emerging from another hole higher up. 
We see just her legs and body starting to 
pull out of this hole before the scene 
where she finally attacks him.” AL 
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CIRITH UNGOL Pencil sketch 
“This is of the top of the miniature and 
shows how a Numenorean structure 
might have been adapted by the Ores that 
later captured and inhabited it. So it’s got 
these large pieces of metal that help to 
hold the crumbling structure together but 
also serve to remind us that we’re in a 
pretty evil place.” AL 



CIRITH UNGOL WATCHERS 
Pencil sketches 

“John Howe’s drawings of the Watchers 
had quite a disturbing look to them, and 
I tried to keep that bird-skull look in 
these designs for the final sculptures.” AL 



CIRITH UNGOL Pencil sketch 

“I did this drawing, together with a Plasticine maquette, as an overall look for the 
miniature, and followed it with more detailed drawings. We were able to work 
on the sets at the same time that the miniature was being constructed, so an idea for 
one could quickly be applied to the other.” AL 



“This is the room at the top of the Cirith Ungol tower, where Frodo has been taken by 
the Ores. We can just see Sam climbing up the ladder to rescue him. This set was built 
separately, but the interior of the tower below the trapdoor was part of the main set 
and offered more stunt opportunities.” AL 
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CIRITH UNGOL Pencil sketch 

I “This shows the gateway through which Sam passes on his mission to rescue Frodo, together with some of the unusual stonework 
that makes this fortress distinctive. The basic fabric of the walls themselves would have been created by Gondorians rather than Ores, 
but they added the rusty ironwork and crude huts. The Gondorians, however, must have been affected by their proximity to Mordor, 

C because it would have been quite a frightening place, even without the Orcish additions.” AL 

THE PELENNOR FIELDS Digital artwork 

| “Complex animation shots, like the one in which fell beasts dive-bomb Minas Tirith, involve a lot of planning. To aid this process, 

I had made a map covering everything between the White Mountains and the far edge of the Mordor mountains. This was turned 
into a simple 3D model by Eric Saindon, which Christian Rivers and Richard Moore used to stage their previsualizations. When this 
: was complete and Peter Jackson had approved the animation, I assembled frames from it and created this art, which would cover the 
I background for the whole shot. Dylan Cole then used it as the basis for his matte painting [see page 220]. I didn’t show the layers of 
cloud that the Nazgul would fly through in this artwork, which is less about the finished look of the shot and more about the basic 
[ anatomy of the landscape.” AL 
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MINAS TIRITH DOCKS Pencil sketch 

“I had done some fairly generalized and vague drawings of the docks at Minas Tirith during principal photography, but I didn’t take 
the design any further at that stage because we just needed some flagstones for Aragorn to jump onto and then run across. Over the 
next three years the question of what the docks actually looked like would occasionally be asked, but there was usually something 
more pressing to be thinking about. I finally did this drawing during post-production on The Return of the King, when work on the 
Pelennor Fields battle had gotten to the point that we more or less knew what was going to be happening in that particular area. 
Weta turned it into an exquisite miniature, the last one they were to make for the trilogy.” AL 


CORSAIRS Pencil sketch 
“I had no idea what Middle-earth pirates 
should look like, but I imagined that 
they might have the same attachment to 
pillaged finery and body decoration that 
we associate with historical pirates and 
other renegades. Bob Buck of the 
wardrobe department took the costumes 
a lot further, and make-up had a lot of 
fun with them, too. I was pleased to 
see that some of the crew who hadn’t 
made the grade as Rohan or Gondorian 
warriors finally had the opportunity to 
make a brief and grisly appearance on 
screen.” AL 
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ARMY OF THE DEAD AT MINAS TIRITH DOCKS 
Digital artwork 

“A complex shot, involving three separate miniatures (if you 
count the ships as one): computer-generated water, scenic 
background, massive Ores and mukakil, and blue-screen Ores. 
Other versions of this shot had been previsualized, but Peter 
Jackson wanted to use a move on the docks minature as the 
basic component. I was happy with the look of the miniature, 
which was probably the last one built by Weta for the trilogy. 

It was also one of the smallest they had created, and beautifully 
detailed.” AL 





MINAS TIRITH Digital artwork 
“Peter Jackson wanted to see some shots 
of boulders fired from Ore catapults 
destroying bits of the city, so I offered 
a few examples. These (left and opposite) 
show what might happen if one of the 
towers supporting a trebuchet received a 
direct hit.” AL 


ARMY OF THE DEAD AT MINAS 
TIRITH DOCKS Digital artwork 
“I have included this as an example of the 
way we adapted scenic stills for use in the 
backgrounds of a high proportion of the 
shots in The Return of the King. Although 
these are frequently replaced by matte 
paintings, it is very useful to be able to 
get a background in place at an early 
stage in the development of a shot. The 
red rectangles show the first and last 
frames.” AL 

























MINAS TIRITH Digital artwork 

“Alex Funke threw light on the miniature so that I could get a digital photograph for 
the aftermath of the battle as sunlight breaks through the covering of dark cloud.” AI 
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THE BLACK GATES Digital artwork 

“The expanse of barren land that stretches between the Black Gates and the Dead Marshes and Emyn Muil 
was put together from stills taken on a scenic shoot that Paul Lasaine and Craig Potton had conducted in 
[lOOO. Dylan Cole did a great job with the final matte paintings for all these Black Gates shots.” AL 
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MORDOR 

Pencil sketch and digital artwork 
“This is a drawing I did quite some time 
ago of Sam and Frodo trekking across 
Mordor toward Mount Doom. It was 
based on a location shot, and I was just 
seeing what we would need to add to 
it to make it into a more dramatic 
environment. Paul Lasaine and Jeremy 
Bennett did quite a lot of work 
on this environment as well - in fact, 
everyone had a go at it. One of the 
features that kept coming up is 
the steaming vents from a bubbling 
lake of lava that lies just beneath the 
surface and that we see through cracks. 
You feel the whole landscape is very 
insubstantial and ready to go off at any 
time, which of course it will do at the 
end of the film.” AL 





BARAD-DUR Digital artwork 

“Gray Horsfield at Weta Digital jumped at the chance to construct, and then destroy, 
Barad-dur and the surrounding environment. A digital version of the miniature was 
painstakingly built, while Gray invested a huge amount of time and energy writing the 
code that would bring it down. I thought that it might be destroyed, along with 
Mordor and the Black Gate, in the course of one long camera move, but wiser counsel 
prevailed.” AL 

















